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SAN DIEGO CHARGERS VS. PHILADELPHIA EAGLES 


EXHIBITION GAME_#2 c арын еа PE 
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SAN DIEGO CHARGERS VS. PHILADELPHIA EAGLES 


PASSING GAME 


DROPBACK 


363 STOP (SPL LT/RT) 

844 WIDE (SPL LT/RT) (SPL SLOT) 

585 (SPL LT/RT) 

989 F CROSS SNEAK (SPL LT/RT) 

474 DELAY (SPL LT/RT) (SPL SLOT) (SPL TGT) 

FAKE 474 DELAY (SPL LT/RT)(SPL SLOT)(SPL TGT) 


55 UP (SPL LT/RT) 


FAKE 55 UP (SPL LT/RT) 

364 FLAT (SPL SLOT)(SPL TGT) 
SCAT 66 (SPL LT/RT)( I LT/RT) 
088 (SPL SLOT) | 

212 AGGRESSIVE (SPL LT/RT) 


OPTION 
OPTION LT/RT (SPL LT/RT) 
OPTION LT/RT 976 H POST SWING (SPL LT/RT) 


PLAY ACTION 
528 CH 40/50 (SPL LT/RT) 
344 CH 40/50 BOOT (SPL LT/RT) 


689 CH 40/50 (I LT/RT) 


SCREEN - SALLY/ROSE 

LEO - ROGER (SPL Lt RT) (1 LT/RT) 
626 SALLY/ROSE (SPL) 

633 SALLY/ROSE (SPL) 


SAN DIEGO CHARGERS VS. PHILADELPHIA EAGLES 


RUSHING GAME 


PRIMARY RUNS 
10/11 STRAIGHT (I LT/RT)(I SLOT)(SPL TGT) 
20/30 ACE OH (I LT/RT)(SPL SLOT)(SPL TGT) 
20/30 COUNTER (1 LT/RT)( I SLOT)(SPL 161) 
40/50 BELLY (1 LT/RT)(SPL TGT) 

40/50 LEAD (SPL LT/RT)(SPL TGT) 

60/70 OUTSIDE (I LT/RT)(SPL LT/RT)(SPL TGT) 


60/70 FILL ЭН (I LT/RT)(SPL TGT) 


80/90 SWEEP (SPL LT/RT)(SPL TGT) 
80/90 TOSS (1 LT/RT)(SPL TGT) 


DRAWS | 
20/30 PAINT (SPL.LT/RT)(I LT/RT) 


Fi 
ತಿ 


| AL LINE RUNS | 


40/50 LEAD (FAR, I TIGHT WING) 


а. ал һа . а. оа һа ыы = аве 


1 40/50 BLAST (FAR, NEAR TIGHT WING) 
{ 80/90 TOSS (I TIGHT WING) 
80/90 PITCH (NEAR TIGHT WING) 
ч 
{ 
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SAN DIEGO CHARGERS VS. PHILADELPHIA EAGLES 


“SITUATIONS 


t 
t 
! 


GOAL LINE - SHORT YARDAGE 

40/50 LEAD (FAR, I TIGHT WING) 
40/50 BLAST (FAR, NEAR TIGHT WING) 
80/90 TOSS (1 TIGHT WING) 

80/90 PITCH (NEAR TIGHT WING) 


ROLL PASS LT/RT (FAR TIGHT WING) 


AREA 


OPT LT/RT (SPL LT/RT) 

633 S/R (SPL LT/RT)(I LT/RT) 

SCAT 66 (SPL LT/RT)(I LT/RT) 

55 UP (SPL LT/RT) 

FAKE 55 UP (SPL LT/RT) >. 

474 DELAY (SPL LT/RT) 

FAKE 474 DELAY (SPL LT/RT) 

368 (SPL LT/RT) 

212 AGGRESSIVE (SPL LT/RT) 

CHARLIE 40/50 BOOT 528 (SPL LT/RT) 


NICKEL 
585 (SPL LT/RT)(SPL OPPOSITE) 

844 (SPL LT/RT)(SPL OPPOSITE) 

OPT LT/RT (SPL LT/RT)(SPL OPPOSITE) 
OPT 976 HPSW (SPL LT/RT)(SPL OPPOSITE) 
638 (SPL LT/RT)(SPL OPPOSITE) 


635 (SPL 07 


4 “бам DIEGO CHARGERS VS. PHILADELPHIA EAGLES 
4 RED BALL 
3 CALL PLAY 
4 89 989 F CROSS SNEAK 
` 85 585 
4 44 844 
20 20 PAINT 

1 ы Es паднат, -80/92--------%У90-5НЕЕР-------------------- алық ымы Шы 
2 LEO H8 SCREEN LEFT 

| ROGER HB SCREEN RIGHT 
4 11 11 HITCH (AGGRESSIVE) 
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ABBREVIATIONS 


Coal Line 

Man to Man 

No Blitz 

Not There 

Man Over 

Playside 

Backside 

Line of Scrimmage 
Most Dangerous Man 
Point of Attack 
Hit No Body 

Short for Loafing. 


ctt: 
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OFFENSE 


Split End 
Lefe Tackle 
Left Guard 


Right Guard 
Right Tackle 
= Tight End 

= Flanker . 

= Halfback 
Fullback 

= Quarterback 


А... РОЗРРТОМ ABBREVIATIONS 


DEFENSE 


Defensive Tackle 
Defensive End 

Nose Tackle 

Walt (Weak) Linebacker 
Mike (Middle) Linebacker 
Sam (Strong) Linebacker 
"Fourth Linebacker 

Weak Corner 


гаје 


SS = Strong Safety 
SC = Strong Corner 


А. 24.5. 
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TERMINOLOCY 


Play fake pass. 


AREA 
AUDIBLE 
BACKSIDE 
BANJO 
BLACK 


BLITZ 


ಸಜಾ 


BRONK 
BUBBLE 


BUMP & RUN 


CHANGE 


CHECK 


CHECK WITH M 


CLIMB 
COMBO 
COUNTER 
COV ERED 
CRACK 
CROSS 
CUT 

CUT OFF 


DEEP MIDDLE 


. QB. with ball goes opposite the backfield flow. 


Offensive man taking the initiative. 


A piece of ground that must be protected. 
Changing play at line of scrimmage. 

Side away from which the play is to be run. 
Inside-oucside pass coverage by two defenders. 
Aggressive pass proteccion. 


Linebacker or safeties rushing the play. 


Scyle of running play. 
Area over the offensive linemen by a Linebacker. 


Tight inside-out man to man coverage on the receivers, оп 
the 1.0.5. 4 


HB and FB changing aligument. 


Alert command. 


E - No play called in the huddle. 


Double team block between TE and Wing. 
Movement of offensive linemen or TE up field го LB area. 
Short and deep man Со man coveruge оп а receiver. 

Ball moving away from flow. 

A defensive man over an offensive man. 

Block on inside LB by wide receiver. 

Tackle хай yuard cross block. 

Playside guard and center change assignments. 

Block пос at point of attack to stop pursuit. 


Release inside and block the man defending the deep middle. 


` 
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DEFENDER 


DELAY 


- Block defender your side. 


- Timed release (slow) into pass route. 


ЈА A ә д, ва 


в å 
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DOUBLE TEAM - 


Two or one block. 


DRAW = Fake pass, delay гип by back. 

DRIVE - Playside guard and tackle combination scoop. 

DUCE - Playside guard and tackle inside-out double team. 

DUDAD - Two offensive blockers, area blocking two defenders in a 
stack alignment. 

EAGLE - Defensive alignment. 

EVEN - Refers to four (4) down linemen defenses. 

шә FIRE -Termiused..on F.C... and P.A.T, to activate pass. | T 

FLARE - Pass route by offensive. 

FLEX - Split by SE (X). 

FLOOD - Both back out same side into pass route. 

FLOW - Direction in which most of the backs move. 

FOLD - Center and guard cross block. 

FORCE | - Block support. 

FREE - Playside guard go thru and block free safety. 

"G" - Playside guard pull and block first man on L.O.S. outside 
hole called. 

CAP - Block down; protect inside gap. 

GEORGE - Playside guard pull and block L.B. 

GRACE -' Playside guard pull and block support. 

HANG - Alert call by TE who will slow block. 

INFLUENCE - Fake block to cause defender to react to fake. 

ISOLATION - Back block on L.B. (150) 

JAB - Step in opposite direction of play. 

JAY - Angle step playside. 


СА 


Terminology 


= CONLIHUGU 
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p of the ball. 


s the line of scrimmage. 


linebacker. 


Page No. 3 
KING - Playside tackle пъ end assignment change. 
LEAD - Onside back blocking most dangerous man at point of attack. 
LEAD OPTION - Playside КВ Block Support. 
LOAD - Playside RB block load area. 
LOCK - Style of running play. 
LOOP - Playside tackle seal LB with outside release. 
MAN "М" - Block man on-over-outside. 
MIKE - Middle linebacker. 
MOTION - Tells HB or FB to move in motion prior to sna 
NORMAL - Regular splits. 

“NOSE — - Man over center. ` 7 ЕЕ халсан 
"б" - Backside guard pull and lead thru hole. 

“орр - Refers со defenses with man over centers. 
OFFSIDE - Side away from point of attack. 
ONSIDE - Side coward point of attack. 
OPEN - Action by QB where he turns tris, front to the hole. 
. OPTION - Play or decisions with more than one choice. 

OUT - Mide split by (TE) tight end. 
PICK - Style of running play. 
PINCH - Playside tackle and TE double team. 
PIVOT - Action by the QB Where he turns his back to the hole. 
PLAY PASS - Pass where run 15 faked (also play action). 
PLAYSIDE - Side of the center to which the play is to be run. 
POINT OF ATTACK (Р.0.А.) s Spat at which the ball is to сго5 
POST - "M" Block executed on double team. 
REACH - Block outside number to poínt of attack. 
READ - Blocking technique by onside guard or tackle vs. 
REVERSE - Play thac starts one way and then goes to the opposite side. 


Terminology 


- continued 


А А A4 LA A A 64 
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- ayside tackle pull and block LB. 

- Backside guard pull and block. 

- Center, playside guard vice. 

- Playside guard and center double team. 

- Block solid to play hole. 

- Motion by У (T.E.) over to che other side. 
- 2 Motion away. 

- Z motion in. 


_ Z motion over to other side. 


b Page Но. á 
3 Ne - Backside guard pull and block the outside man on L.0.5. 
4 ЗАМ - Name for linebacker to ТЕ side. 
SCAN - Pass protection used by offensive Tinemen. = шини 
4 SCISSORS - Guard-tackle cross block - guard blocks out/tackle goes behind. 
1 SCOOP - Center and guard combination. 
SEAL - Blocks any lateral pursuit from inside. 
4 SLICE - Backside guard and center assignment exchange. 
| SMACK - Crack block on strong safety - above the waist, by wide receiver. 
4 SPRINT - Type QB action to pass. 
4 SQUEEZE - Playside guard and tackle double сезш. 
| STRAIT - “Style of running play. 1 ЫН ма 
3 Р SUPPORT - Playside tackle pull and block support. 
4 SWEEP - Style of running play. 
| нүм - End and tackle cross block. 
4 ТЕ55 - Playside tackle pull and block support. 
TIM - Playside guard and tackle assignment exchange. 


Tackle in/guard behind. 


POSITION NAMES AND NUMBERING ‘OFF, SYS. 1 
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POSITION NAMES 


c С Q5 C5 G9 OO 
u 22 D © 
CO OE 


C = CENTER, over the ball. 


4.4 ьа 


LG = LEFT GUARD, always left on 1.0.5. 


ВС = RIGHT CUARD, always right on 1.0.5. 


LT = LEFT TACKLE, always left оп E205. 

RT = RICHT TACKLE, always right on L.O.S. 
X = SPLIT END, away from direction of formacion call, on che: L.O.S. 

— —Y- s—P16HT-END,--tovard-direccion.of formation call, on the L.0.S. ಜೋ ಟ್‌ 

2 = FLANKER OR SLOTBACK, toward direction of call оп MOST formation, off the 1.0.5. 

^A = HALFBACK, formation will determine alignment E 
B = FULLBACK, formation will determine alignment | 
QB = QUARTERBACK, behind the center. 
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BACKFIELD NUMBERING FOR RUNS 


А А A4 


will carry all 40 plays 


a 4 
ке 
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2. #2 Back will carry all 20 plays 


will carry all 30 plays 
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4. All "I" Formation running plays will be called with a single digit number. 
| 5 
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HOLE NUMBERING OFF. SYS. Z 
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EXAMPLES 


SPREAD RICHT 


ONE: 
O 


STRONG RIGHT 


PRO RIGHT 


8 
4. О ОО Ф 
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LINE SPLITS = 


TIGHT END - 


GUARDS and TACKLES = 


THREE FEET, OPEN = 5 


SPLITS, DEPTHS AND ALICIMENT OFF. SYS. 3 
BASIC SPLITS 
` 21 9! 0 7! nt 3! 
Spd: ic End = СУ 123 е ос уунд 

= Cd ee ಕ್ಟ 

: Тїр Ё 
8-12 yds. ಈ. ы @) 

Flanker 
1 


to 6 yards, OLT = 8 to 12 yards 


BACKFIELD DEPTH 


°Т BACK DEPTH 


guard. 


FEET ас 7 yards from 


- FEET ac 5 yards 


the ball, inside foot split chu 


the ball 


8 co 12 yards from tackle, head even with linemen's hips. 
у р 


{ 
1 
I 
i 
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; 
1 
b 
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1 
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FLANKER = 
CP: In SLOT 0 yards from tackle. TWIN = 3 yards From Х, 
WING = 3 feet from У. 

SPLIT END u 8 со 12 yards from tackle on the 1.0.5. FLEX = 6 yards 


TIGHT = 3 feer. 
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THE HUDDLE 


PROCEDURE 


1. Center will locate the Huddle eight yards from the ball with a loud call of 
"huddle". The center is responsible for alerting everyone to down & distance. 


2, All players will look ас све ОВ. Linemen will have hands on knees. All other 
players will stand upright. 


3. The QB will command the huddle. No talking once the QB enters the huddle. 


da а 2 


QUARTERBACK'S PROCEDURE 


1. The QB will call: formation, play and snap count. 


4 2. The ОВ will hesitate and let the wide receivers and the center break the 
huddle. (X will go before Z) 


1 3. The ОВ will repeat the snap сочпс со the remaining players. The QB will 
| pause for any checks. If апусһіпр is misunderstood, check with che QB пом. 


PET THE HUDDLE 


l. After Х,2 and the center have left the huddle, the QB will call "Ready-Break". 
Everyone will clap together on break and hustle to the line of scrimmage. 


2. The FB and HB will lec the TE clear before they break. 


We only have 25 seconds to get the play started. We must all be efficient in 
the huddle to save cime со allow us со audible at the line if necessary. 


ಟು 


QUARTERBACK PROCEDURE FOR CALLING PLAYS 


Gr 


OFFENSIVE PLAYS WILL BE CALLED IN SEVERAL PARTS: 


1. Formation - Denotes backs svt, and receivers position. 


2. Direction - Right ог left denotes tight end and flanker. 


4 


в - Words to alter che basic formation, such ав CHANCE, SLOT, 
OPEN, FLEX, ecc. 


3. Variation 


Play Call - Single or double digit number, style of play and blocks. 


5. Snap Count - Х,2, and Center leave huddle. 


6. Repeat Play and Snap Count - pause 7 "Ready Break" 


EXAMPLES: 


I RIGHT 2 PICK ON HIKE 
RIGHT > 26 BRONK ON SET 
1 LEFT (OPEN) 4 BLAST ON 1 
LEFT (SLOT) 98 ON 2 
LEFT (TIGHT) 49 SWEEP TEO so QN 3 


SPREAD RIGHT А 


hå 


TEAM PROCEDURE AT THE LINE OF SCRIMMACE: 
1. After the break from the huddle - 


A. All must hustle to the 1.0.5. 


three (3) point stance 


В. All linemen, backs and receivers take a 
(no movement) for one (1) 


as quickly as possible. We must be set 
second. 


2. Motion will be started by the quarterback lifting his heel with 


a quick movement. 


1 
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ОПАКТЕКВАСК! 5 PROCEDURE AT THE LINE OF SCRIMMAGE 


1. The Quarterback will check the total formation as he is taking his position 


12. The Quarterback will check the defensive Егопс and the secondary. 
The Quarterback will start the cadence wich the word "HIKE". 


3 
1. CP: The Center will snap the ball if the defense violates the neutral zone. 


| САПЕМСЕ 
4. НЇКЕ! On Hike 
4 ( Live Or ) 
4^ QB call audible system. Ei: UTAH 26---UTAH 26 ( Dummy Name) 

3. SET: On Set 

„5. HUTS «НИТ: On Two 
| 22 : HUT! HUT!... RUT: On Three 
47 HUT'... HUT! HUT!... HUT! On Four 


(CP: We use a rhythmic non - rhythmic snap count.) 
4. If the snap count in the huddle is on HIKE ог SET, then the Quarterback will 


| . Whenever а "LIVE" audible changes the original play that was called in the 


9 


huddle, we will not change the snap count. The snap count will always be 


what was called in the huddle. 


| 
| 
| 
1 


B. IF the QB does not want to audible, he uses a dummy name. 


1. Our Audible System is based on the QB at the 1.0.5. 


AUDIBLE SYSTEM 


calling out the 


"LIVE" name, the following number is the new play. 


The QB will call the Audible name (Live or dummy) twice. He will 


ко 


call it once in each direction, right then left. 


3. All Live Audibles the ball will be snapped on the count given in the 


huddle. 
EXAMPLE: (Live name is "UTAH") 
Snap count called ín che huddle 1s 3 ånd play called is ё sweep. 
A. ТЕ the 0.8. wants co audible he says, 
HIKE! 
"UTAH" 2 pick... "UTAH" 2 pick Бес! 
HUT! НИТЕ HUT! 


The new play is now 2 pick and the snap count remains on 3, 


HIKE! 
KANSAS 2 PICK...KANSAS 2 PICK 
SET: 
HUT! HUT:... НОТ. 
The play and snap count does not change. 


4. IF the snap count in the huddle is on "HIKE" or "SET" the QB will 


not audible. 


CHECK WITH МЕ 


— r When Check pintr Me -isy catted The oide oniy the form о па -- 
the snap count will be given. The play is chen called at the L.O.S.. 


The ball will be snapped on che count given in the huddle. 


2. Occasionally two styles of play msy be called in the huddle and then 


add the number at the 1.0.5.. 


3. This means the play that is called ac the L.O.S. is the play chat we 


will run. Cp: We will not use our live audible name when "Check wich 


—Me'--7is-being used. 


LA 


EXAMPLES: 


& 2 


- QB will call in che huddle: 


Жж. 


а. Check with Ме 


b. Left Sloc оп 2 


d. "Ready Break" 


Ac the 1.0.5. he will read the defense, then proceed to call the play. 


HIKE! 
Auburn 178 
Auburn 178 
SET! 
WUT!... HUT! 
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пао со 
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We would execute Pass X 786 
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FORMATIONS 


RIGHT 


OORO O © 


| 
| 
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1 RIGHT 


oogooo | 


© 8 x 


PRO LEFT 


PRO ВЕСИТ 


оодоое КА ೨೦೦೧೦೦ © 


о © Ф © 


STRONG RIGHT STRONG LEFT 


ка ಲ A ALAS ಚ ಚ ೈ 


oogooo ೨9 Фооцоо СО 


A Ao 


SPREAD RIGHT 


3 
4 
4- 
1 


FROG RIGHT FROG LEFT 


© 900406 | 


| 

4 Е 

феосево е 
еј ©. 1 
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а RIGHT "SLOT" STRONC LEFT "SLOT" 


4 "SLOT" = 2 in slot to X side. 


е Є 


ооџцоое 


RIGHT "CHANGE" STRONG LEFT "CHANGE" 


900R00 © 


"CHANGE" = А and В change positions. 
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ОЛЫ ಆ © 


"CHANGE" = A and В change positions. 


© © 6 ೧ 
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MOVEMENT PATTERNS WITH BACKS 
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BACKFIELD MOVEMENT 15 CLA 


ГЕСТЕТЕӘ IN 2 WAYS: (1) VE тето ad AS ЕЕН 


JET MOVEMENT IS MOVEMENT BY THE BACK TO THE SINGLE RECEIVER 


MOTION MILL ALWAYS RESULT IN A DOUBLES SET. 


NEAR RIGHT JET ` ( ` Сю) 
$ MOTION BY THE BACK TO THE 2 RECEIVER SIDE. KOTION 


MOTION MOVEMENT 1 


MOVEMENT WILL ALWAYS RESULT IN A TRIPS SET. 


Ф вв во m ಈ 
e A e 


NEAR RIGHT MOTION ; 
NNEL WILL BE 


ALL BACKFIELD MOVEMENT FROM A 2 BACK SET WITH OUR NORMAL PERSONNEL 


CALLED FROM THE ORIGINATING FORMATION. 


MOVEMENT 


—.Ñ.—-qU 


А. дш L.A. 


MOVEMENT IS VERY DE IT TO OUR TOTAL OFFENSIVE SYSTEM. THERE АВЕ SEVERAL 


см 


REASONS FOR MOVEMENT IN OUR OFFENSE: AMONG The MOST PROMINENT REASONS ARE: 


1. TO CREATE A PERSONNEL ADVANTAGE ЗҮ CREATING COVERAGE MIS-MATCHES ON OUR 


RECEIVERS OR BACKS. 


2, TO CREATE A PERSONNEL ADVANTAGE BY EFFECTING CHANGES IN RUN SUPPORT AND 


FORCE RESPONSIBILITIES. 


3. TO CREATE SECONDARY MOVEMENT IN AN EFFORT TO BETTER ENABLE OUR QUARTER- 


BACKS TO RECOGNIZE COVERAGES. 


о 10-88೯-008 PERSONNEL IN-BETTER- POSITION TO EXECUTE THEIR GIVEN ASSIGNMENT ____ 


5. TO CREATE PROBLEMS FOR THE DEFENSE IN MAN UNDER COVERAGES WHEN ATTEMPTING 


TO HOLD OR BUMP RECEIVERS AT THE LINE OF SCRIMMAGE . 


6. TO CREATE AN OPPORTUNITY FOR INDECISION, CONFUSION, AND/OR MIS-ALIGNMENT 


BY THE SECONDARY. 


7, TO CAUSE MOVEMENT ON THE PART OF ТНЕ. DEFE ENSE IN AN EFFORT TO REAL LIGN THEIF 


PERSONNEL МЇТН THE COVERAGE CALLS AND CHANGES AND NOT ALLOW THEM TO SET 


THEMSELVES AND REACT TO FAMILIAR OFFENSIVE РАТТ ERNS. MAKE THE DEFENSE > 


PLAY “ON THE MOVE." 


8. TO FORCE OPPONENTS 10 SPEND PRACTICE TIME AND EFFORT ON ADJUSTING ТО 


а. 84 ಓಗಿ А. а. жа A к, PU ка | A 


MOVEMENT PATTERNS RATHER THAN IMPROVING DEFENSIVE SKILLS AND SCHEMES. 


е 


9. TO CREATE А VISUAL COMPLEXITY TO THE DEFENSE, YET BE ABLE TO RUN THE 


SAME BASIC PLAYS FROM A VARIETY OF LOOKS. 


ы а. өе4 ьл л 
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MOVEMENT (CONTD. ) PAGE 2 


MOVEMENT PATTERNS WITH BACKS 


BACKFIELD MOVEMENT 15 CLASSIFIED IN 2 WAYS: ЗЕТ 


JET MOVEMENT IS MOVEMENT BY THE BACK TO THE SINGLE RECEIVER SIDE. JET 


MOTION WILL ALWAYS RESULT IN A DOUBLES SET 


e ಅತಿ ಕಶಿ 
Q O 


MOTION MOVEMENT IS MOTION BY THE BACK TO THE 2 RECEIVER SIDE. MOTION 


MOVEMENT WILL ALWAYS RESULT IN A TRIPS SET. 


зи GOULS 


NEAR RIGHT MOTION 8 


ALL BACKFIELD MOVEMENT FROM A 2 BACK SET WITH OUR NORMAL PERSONNEL WILL BE 


CALLED FROM THE ORIGINATING FORMATION. 


MOVEMENT PATTERNS WITH RECEIVERS (CONTD.) 


1 MOVEMENT (CONTD. ) PAGE 5 


4 EXAMPLES OF TIGHT END MOVEMENT: | 
\ | | | 
1 FLY с å ಈ ಈಡ ಈ ಅ Сэ FLYOUT 
\ O © | 
| 4 (MOVEMENT ACROSS BALL) O (MOVEMENT AWAY FROM BALL: 
5 О і 
4 BUZZ \ | [ | 
1 І 
з. езү зэ) одат ја “> © (С) СЭ о | | . С) FAKE FLY ಜಲಲ 
| О ©! | 
1 [UN p Se Ge 
O 
4 (MOVEMENT OUTSIDE Х) о (REVERSE MOVEMENT) 
4 ALL RECEIVER AND TIGHT ENO MOVEMENTS WILL BE CALLED TO THE FORMATION WE WILL 
ч END UP IN. FOR EXAMPLE: | 
Do m ы жы ЫТА NS 
Я 1 
1 
ч ек ое 
“ © ಈ | 
2 
4 I RIGHT 2001 О 
O 
š 
2 | 
1| 
` О | O ಈ ಈ ಅ ಈ. 4 
4 Ё 22 О иг. © 
« O 
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I RIGHT SLOT ZOOM 
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MOVEMENT PATTERNS WITH RECEIVERS (CONTD.) 
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SPECIAL MOVEMENT PATTERNS 


THERE ARE SITUATIONS IN WHICH SPECIAL MOVEMENT PATTERNS WILL BE UTILIZED, 
NAMES FOR WHICH MAY BE CREATED AS GAME PLANS DICTATE. ONE SUCH MOVEMENT 
IS "DART." DART IS A MOVEMENT INHERENT TO A FORMATION. IT IS DUAL FOR- ` 
MATION WITH SHORT JET BY X. | 


ALL MOVEMENT IS GAME PLANNED AND WILL BE TIMED OUT FOR THE PLAYER TO 


ECUTE Н ASSTGNMEN Е HERE VEER OGTR 


INDICATOR BY THE 06 ОК A SET PART OF THE CADENCE TO ALWAYS MOVE би, BUT 
WILL TIME UP THE MOVEMENT WITH THE PLAY, FORMATION, ASSIGNMENT, AND CADENCE 


TAKEN INTO CONSIDERATION. 


A А. ва LÀ А А, LA 


FORMATION VARIATIONS AND MOTION 


"WING" RIGHT I RIGHT "TWIN" 


о 3 | ೦೦೧೦೦9. 


"TWIN" = Z in slot co X sice 


and close to Х © 


WING" = Z in close со Y. 


SPLIT END (X), SPLITS 


4 
1 
4 
4 оопоов 
4 
1 
4 


& доосоос 


5:7. Flex Tight 
6 yds. 1 yd. 


TTT 


TICHT END (У) SPLITS 


Normal | 
Ө, OOD еденс ЭХ йг 
С) Tight Open бис 
1 уд. 5-6 yds. 8-10 ус 


OG ಸ್ರಿ 


1 
Ї 
1 
1 
4 FULLBACK MOTION HALFBACK MOTION 
М 1. "B" motion right. 1. "А" motion right. 
2. "А" motion left 
4 
ø 
| 
у 


2. "B" motion left. 


особооо o9 oonooo 


C 


ке 
to 


4 | FLANKER (2) NOTION СВЕ. SYS. 


RIGHT SLOT "ZOOM" 


4 ZOOM = 2 motion to che Other side to build the formation called. 


т RICHT "ZIP? 0 


ZIP = Z motion In toward formation called. 


© ае 


pee) 


© 
с ©) 
T Sgn ТЕК кт oe ee 


é 

Р WING RIGHT Vær" 

ч ZAP = 2 motion Away from formation called. 
4 


Ф. оороое 


"ТАР" 


PS AN 


ODD FRONTS 


"59 Swap Strong” 


516 


"54 Swap Weak" 
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GLU FRONTS CONT'D. 
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"25 Swap Strong” 


O 


"95 Stack Strong” 


516 


"25 Slide Бсгопр“ 


"25 Over" 


718 
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DEFENSIVE PASS COVERAGES 


за 


COVES 3 "КЇР" 


4 C 


4 
W М 


F 
ЕС ан енен; 
a Я Ра А 
А -/ 
| 5 SS 


O төн ее? 
О O 


О | 
COVER 3 "EXCHANGE" | 
1 | EE 
| 23 E : | 
"E CMM. 2 ј | 
4 5 ಬರ್‌ | E S / u | | 
W м 5 | 
300000 © ೦೦೫೦೦೦ | 
4 О О О | 
защо € ©) E 
^ к COVER 8 иш | Ға 2” — 7 | PE 
| 55 тэс | 
4 % 7 1 ци 5 a | 
1 ОООО 1 О тттэ 
4 dh О 
| өлке, зае 
4 COVER 2 COVER 2 ИМАМ" 
COVER, 2 (INVERT) 2 (MAY COMBO EITHER X, Y OR 2) 
d | (а Е i 
1 X РА „7 ЭГ LI ж. ДА 
2 оопооо + |0 000000 | 
P О is MESE 


—_ ~ 


DEFENSIVE STUNT AND BLITZ DEFINITIONS 


L.B. Name Blicz (Mike, Sam, Etc.) 


ке 


ьа > A. 


A blitz or stunt by а linebacker coming straight ahead. 


gon BEES aame will refer го which backer is blitzing 
This stunt 


and депоге that he is coming straight ahead, 
will occur usually from normal alignment Бис may also 


come off of a Stack. 


[ 


5 | M 
Е W I T E 
Еее OG 


OH 
с-бу- < 
(12 

O 
Оза 
О 


ME нотни очно тон Е ha MIKE : 22212208, ಭು ಇಮ್‌ 


~ 


Fingers 


involving an inside linebacker and the 


| A stunt or blitz 
Both linebackers may be 


nose in a crossing movement. 
involved. 
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W 
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MIKE FINGERS SAM-MIKE FINGERS 


2 Е . Коб ту да š трио «а 
< Defensive Stunt 8 Rlicz Definitions - continued DEF. 8 


J) Page Мо. 2 | 


#3. X-Stunt 
ч A stunt or blitz involving а linebacker and a defensive 
“ tackle or end in а crossing. movement. Strong or weak 


to determine the direction of the L.B. 


may be added 


4 а 
NER ia Set аа en ie 


4 4. Angle 


Describes the hard charging veering movement of a defensive 
lineman or defensive end, This movement will be described 
by the people making it and whether ог not it is strong ог 
The defender usually angles from a head up posicion 
the adjacent offensive lineman. 


Ааа 


weak. 
aiming for the near ear hole of 


А А. 
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ANGLE STRONG 


А As Ба A A 52 ra 


gs 5 M | 
27 БЕ MI SN шээг Бета С) је 
Зоо BO, © o 


4 Y — RUN PASS ROUTE CALLED. 

| WEAK T = FIRST MAN ON 1.0.5. - ON - OUTSIDE. 

WEAK C - MAN OVER - CHECK HELP CENTER. | 

1 CENTER ೨ MAN OVER - POSSIBLE COMBO WITH GUARD TO NOSE. 

š C - COVERED - MAN ON: UNCOVERED - CHECK END MAN ON 1.0.5. TO HELP 

STRONG > FIRST MAN ON L.0.S. - ON OUTSIDE. —” Bs о Es font an 
Y =- RUĦ PASS ROUTE CALLED. 
2 å BEN PASS КАЖЕ CALLED, 

FH - BLOCK SAM. 

ив = BROCK WALT. 

OB = SET TO PASS. 


1. STACK STRONG Mees 


PASS PROTECTION ЕЕ г.г. | 


"ол SLIDE WEAK" 


ASSIGNMENTS 


4 X, Y and Z - RUN PASS ROUTE CALLED 
CENTER - PASS BLOCK MAN WHO CIHARCLS YOUR AREA, 
4 GUARDS - PASS BLOCK MAY WIO CHARCES YOUR AREA. 
| TACKLES = PASS BLOCK MAN WHO CHARCES YOUR AREA. 
ne NO омесчче кв, “TURN OUT QUICK ON DE. мэ. 
4 CP: LINEMEN, WHEN UNCOVERED DROP QUICK AND DEEPER 
Ti NORMAL, SCAN. 


HB and FB Е RUN PASS ROUTE CALLED, NO BLOCKING RESPONSIBILITES. 


CREEN IS SEVEN (7) STUP DROP BY THE QUARTERBACK! 


PASS PROTECTION . Мор. ಇದ್ರ 


50 und 51 


| 4 ASSICNMENTS 
Х, Y and 2 - RUN PASS ROUTE AS CALLED. 
LINEMAN - GAME AS "RED" PROTECTION. 
4 HB ಎಂ GAME AS "RED" PROTECTION. 
| FR _ РАКЕ DRAW AND THEN BLOCK "RED" PASS PROTECTION. 
ಇಳು me oo бр, "HELP OUT IF NEEDED © 07000707 
4 ов - рабе DRAW AND THEN SET QUICK TO PASS. 50 AND $i 15 
Ў стыр DROP. MUST CALL TO STRUNG SIDE. 


ХЭГ 


PASS PROTECTION ща D.p, 9 


4 54 and 55 


С 
| 
+ ! 


РОНА т 
| ч 
О 


ASSIONMENTS 


X,Y and Z 5 RUN PASS ROUTE 
OFF T - JAM WHEN POSSIBLE, В 
OFF С - ЗАМ WHEN POSSIBLE, 2 
CENTER - JAM WHEN POSSIBLE, BLOCK CAP AWAY. 

ЗОМ (700 0777-7 BLOCK MAN WHEN COVERED; UNCOVERED BLOCK САР AWAY. 


On Т - BLOCK MAN IN YOUR AREA. CP: ODD DEFENSES, 

ЕВ = BLOCK END MAN ON 1.0.5. 

НВ = FAKE 5 OR 5 SPRINT DRAW, THEN BLOCK FIRST INSIDE LINEBACKEZ 
FROM CENTER OUT. 

ab = FARE $. AND 5 SPRINT DRAW, SET ТО PASS. 


4 CP: ODD DEFENSES. 


PASS PROTECTION 5 DP. d 


AUDIBLE 52 AND 53 


ASSIGUMENTS 


X,Y and Z = RUN PASS ROUTE У 818. 
LINEMEN = BLOCK ISO. 52 = 2 ISO AND 53 = 3 "2507 
BLOCK ACCRESSIVE AND SELL THE RUN. 
ВВ AND FB - FAKE ISO. 52 + 2 ог 22 ISO AND 53 = 3 OR 43 ISO. 


SELL THE RUN. | 
FAKE "ISO", THEN HIT TE (Y) QUICK ON LOOKIE (1) 


ROUTE. 


QB т 


КОТЕ: 53 АМО 53 IS "AUDIBLE Y 818", FAKE "150" AND MUST SELL RUN. 


PASS PROTECTION at РЕР: 


be 
1-2 
as 


1 AUDIBLE 58 AND 59 


dd 


"SA SLIDE WEAK" 


MOTE: 58 AND 59 ARE SAFETY BLITZ AUDIBLES. 58 IS FOR STRONG SAFETY BLITZ 
AND 59 IS FOR FREE SAFETY BLITZ. 00 5 DROP IS FIVE (5) STEPS. 


X and 2 - 58 RUM ELCHT (8) ROUTE. 59 RUN NINE (9) ROUTE. 
CUEAK OC ài T =- BLOCK RED PASS PROTECTION. Bu 

CENTER - KLOCK RED PASS PROTECTION. 

STRONG 0517 - BLOCK MAN IN YOUR AREA ON OR OFF L.O.S., BE ALERT FOR 

"HANG" CALL. 

Y - SLOW BLOCK MAN OVER, MAKE. "IANCU! CALL ON BOTH 58 AND 59. 

ЕВ - Di! 58 PASS BLOCK TO TE(Y) SIDE AND PICK UP SS. 
| ON 59 PASS BLOCK. WEAK TO HB SIDE AND РІСК СР FS. 

НВ - BLOCK RED PASS PROTECTION. | | 


Va я 
КА 


PIGA | RUNS 1, 


4: 3 - From | 
‚%,23,22 and 33 - from RIGEL, LEFT, PRO and STRONG 


"S4 SLIDE WEAK" 


ASSICHMENTS 


| X - DEEP MIDDLE 
OFF T - МАЧ CUT OFF 
OFF С ೨ МАЧ. СР: STACK DEF,'S 
CENTER: - MaN. CP: ST ка 
ON C = MAN 
“ОМ T.- мач. CP; STACK DEF.'S 
ЕВ = DRIVE PLAYSLDE CENTER - GUARD САР, READ NEAREST DOWN LINEMAN AND RUN 
TO DAYLICHT. 
HB — DRIVE OFFSIDE GUARD - CENTER САР. 
QB - OPEN, CLEAR LANE AS YOU REACH DEEP TO HAND OFF, SET TO PASS. 
CP: FB, HB, and QB - ASSICNMENIS WILL VARY WHEN RUNNING PLAY FROM ВТСНТ 
AND LEFT FORMATION 


Y - MAN CUT OFF. 
4 Z - DEEP MIDDLE 


THIS 15 å "HIKE" PLAY, BEST CALLED TO STRONG SIDE. 


4 


59 EACLE 


роза ಸ АА Е а VIS г.г. L2 


ЇЇ SS 5 M | 


НОЕ а а бэрээ берас eser те Чт 
| са oo © 


SLIDE WEAK" 


ASSIGNMENTS 


X,Y, AND 7 - RUN PASS ROUTE CALLED. | 
СЕМТЕК - PASS BLOCK MAN ON. UNCOVERED RACE SET 4 ТО 5 YDS. 
DEEP AND LLOCK M.D.M., SCAN. 
CUARDS - PASS BLOCH MAN ON. UNCOVERED HACE SET 4 TI 
DEEP AND ELOCK M.D.M., SCAN. 
TACKLES - PASS BLOCK FIRST MAN OVER TO OUTSIDE ON THE 1.0.5. 
HB AND FB ` CUURÜM PASS ROUTE WHEN CALL TO YOUR SIDE, RAY IS RICHT 
AND LEE TE LEFT, WHEN CALL АМАҮ FROM YOU, PASS SET 
TO 5 YDS. DEEP AND BLOCK М.5.М., SCAN. 
ди - MUST USE 7 STEP DRUP PASSES. 00 NOT USE 1 FORMATION, 


us 
< 
о 
с. 


1 
4 
1 
} 
i 


"59 STACK STRONG" "Өзун 


150 | RUGS 2. 


í - From I | 
et BG ВЕ and 33 - RICHY LEFT, РКО AND STRONG 


"2, , , 


"54 SLIDE WEAK" 


ASSIGNMENTS 


"У 


X - DEEP MIDDLE 
OFF T. - SLAM THROUCH 
OFF С. - MAN, ALERT SLICE VS. EVEN. (CP 3 ON 2 VS. ODD) 
CENTER - MAN, POSSIBLE SLICE CALL VS. EVEN. (CP DOUBLE VS ODD) 


ON G = VICE VS. ODD. MAN VS. EVEN. 
N T = MAN, POSSIBLE ED VS. 27 DEF. 
Y = MAN CUTOFF, ALERT ED. VS 27 DEF. 


Z ~ DEEP MIDDLE 

ISO BLOCK | 

PARALLEL STEP PLAYSIDE, TAKE BALL AND RUN ТО DAYLICHT, 
QB - OPEN, REACH DEEP TO HAND OFF, SET TO PASS. 


THIS [S A "LIKE" PLAY - BEST CALLED TO STRONG SIDE. 


2: 


LA 4А А, > LA 
van. T 
сс 
1-1 
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19: omarr 2 М (ЕН 


зікді. EE 
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| 
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© з 
i 
| 
{ 
| 
SLIDE WEAK" | 
4 ASSIGNMENTS 
X ೨ DEEP MIDDLE 
OFF T ೨ SLAM THROUGH 
q OFF С ೨ MAN, ALERT SCOOP CALL VS. ODD 
CENTER - MAN, POSSIBLE SCOOP VS. 000 CUT VS. EVEN 
ОМС < READ-BEOCK-EB'ER.- CUT VS. EVEN. CP: ALERT "ТАУ" CALL. | P а 
1 ON T ೨ MAN. UNCOVERED READ BLOCK LB'ER. 
Y - MAN, (док. 
' 2 - RUN OFF. | 
FB - DRIVE TOWARD OUTSIDE HIP OF TE AND BLOCK SUPPORT. CP: АГЕНТ "STAY" CALL. 
4 HB - ТАКЕ BALL DEEP AND RUN TO DAYLIGHT. 
QB - PIVOT AND REACH DEEP TO WAND OFF, SET TO PASS. 
4 CP: STACK STRONG - NO QUICK SUPPORT, MAKE "STAY" CALL. 
PLAY BEST RUN ON SNAP COUNT TO STRONG SIDE ONLY. 17 


чьи 
ее 


4 7 and 6 - FROM I 
15 ато Таза RIGHT MEET AND STRONG. 


"S4 SLIDE WEAR 


ASSIGNMENTS 


d X - CRACK 
OFF T - REACH CUTOFF 
OFF G - PULL AND LEAD THRU HOLE. 
4 BENER S MAN Vs: ODD. BLOCK GAP ANAY VŠ. 
ON G - MAN VS. EVEN, VS. ODD BLOCK AREA 
4 


VEN. 
- CLIMB. 
EAGLE GAP AWAY - CLIMB. 


= 
E 


ONT - ODD BLOCK MAN OVER CP: VS. 
EVEN BLOCK AREA - CLIMB. 
y - REACH CUTOFF. 
2 - DEEP MIDDLE, FROM SLOT CRACK. 


FB - LEAD STEP, RUN PARALLEL TO L.0.S., READ BLOCXS AND RUN 


TO DAYLICHT. 


HB - LOAD BLOCK END MAN ON [.0.5. 
QB - PLVOT, REACH DEEP TO HAND OFF, THEN BOOTLEG OPPOSITE. 


< THIS IS A “HIKE” PLAY, RUN TO WEAK SIDE ONLY. 


59 EACLE 


SWEEP x KUNS 6. 


К ` 
49 - FROM RICHT, LEFT AND PRO. 


х "Sray" Call 


"S4 SLIDE WEAK 


ASSIGNMENTS 
X - DEEP MIDDLE. 
OFF T - SCOOP 
OFF G - SCOOP - MAN VS. EVEN. 
CENTER - SCOOP, CUT VS. EVEN. 
ON C - READ BLOCK LB'ER, CUT VS. EVEN. СР: ALERT МЕТАК (ATL 
ON T + MAN HOOK. “UNCOVERED READ BLOCK GEYER POSSIBLE” "Т" CALL 
Y - MAN HOOK. ALERT "Т" CALL | 
2 - RUN OFF. 
ЕВ - DRIVE TOWARD OUTSIDE HIP OF ТЕ AND BLOCK SUPPORT. CP: ALERT 
"STAY" CALL | 
HB - PARALLEL STEP, TAKE PITCH AND RUN TO DAYLIGHT. 
QB - PIVOT AND PITCH BALL TO НВ, SET TO PASS. 
CP: STALK STRONG - NO QUICK SUPPORT, MAKE STAY ЭГ, 


PLAY BEST RUN ON SNAP COUNT, TO STRONG SIDE ONLY, 


“- 
1- 


О 


LEAD OPTION ©. KUAD 1. 


9 and 8 - From I 
4 19 and 18 - From RIGHT, LEFT and STRONG. 


"54 SLIDE WEAK" 


ASSICNHENTS 


© X - CRACK 
OFF T - REACH CUTOFF 
OFF С - MAN CUTOFF VS. EVEN, SCOOP VS. ODD. 
CENTER ೨ BLOCK AREA - CLIMB, SCOOP VS. ODD 
ONCE MAN CUTOFF VS. EVEN, BLOCK AREA - CLIMB VS. ODD. ` å rd 
ON T ೨ ODD BLOCK MAN OVER. CP: VS. EACLE САР AWAY - CLIMB. EVEN BLOCK AREA - CLIMB. 
Y - REACH CUTOFF 
7 = DEEP MIDDLE. FRUM SLUT CRACK. 
ЕВ ೨ LEAD STEP, SPRINT TO SIDELINE IN PITCH RELATIONSHIP WITH QB. CP: І FORMATI: 
CHANGE ASSICNMENT WITH HB. 
ЦВ = LEAD STEP AND FORCE BLOCK SUPPORT. CP: І FORMATION CP: І FORMATION CHANG 
ASSICNMENT WITH FB. 
QB = DROP STEP AND ATTACK INSIDE OF SHOULDER OF END MAN ON 1.0.5, & READ PITCH KE 
PLAY BEST RUN OX SNAP COUNT, TO WEAK SIDE ONLY. 
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2 


A. ಓ J 


c Аз гж NÉ 


etm sa Ar rt d 


| ಕ еі ONLY Z REVERSE RUNS 9 


FAKE 6 SWEEP "2" REVERSE LEFT 


& 4 + A ಟ್‌ A 


a 


(54 DEF., COVER 3) 


FAKE 8 SWEEP "2" REVERSE LEFT 


55 


А A Ai LSB да 


2) 


COVER 


ASS TGNMENTS 


X = BLOCK FREE SAFETY 
« ЫГ = SLAM THROUGH AND THES по" BLOCK 
: LG - UNCOVERED, SHOW ЪСООР BLOCK, THEN RACE FLAT DOWN THE LISE OUTSIDE AND 


CORNER, SLAM THROUCH AND BLOCK CORNER. 


BLOCK 
ВЕСИТ AND THEN BLOCK MLB. 


REVERSE SHOULDER BLOCK, UNCOVERED STEP 
RC-RT-Y - REVERSE SHOULDER BLOCK. 
FB - BLOCK 8 SWEEP. 
m" HB = FAKE 8 SWEEP, THEN HAND OFF TO 2 O4 REVERSE. 
* Z = ONE STEP UP, THEN RUN PATH TOWARD HB's OR LGINA 
HB AND TAKE HANDOFF, AND RUN TO DAYLIGHT. 
QB - PIVOT, PITCH ТО HB, THEN FOLLOW PITCH, STAY SHALLOW. 


ALIGNMENT. MESH WITH 


"X". AROUND 


RIGHT (ONLY) | RUNS 10 


FAKE 5 BLAST "X" AROUND RIGHT 


4.4 А A. 


| 
' 
| 


(54 DEF. COVER 3) 


РАКЕ 5 BLAST "X" AROUND RIGHT 


ES 


44 LÀ А А. БА IA а. 


а а, 


(39 EAGLE DEF. COVER 2) 


ASS LONMENTS 


Я Х - ONE STEP UP, THE RUN PATH TEROUCH H3'S ORIGINAL ALIGNMENT, TAKE 
4 BALL FROM QB AND RUN TO DAYLICHT. 
ЛЫ = BLUCK 5 BLAST. CP: CENTER UNCOVERED, YOU WILL PULL AND BLOCK FORCE. 

RG = UNCOVERED, SHOW SCOOP THEN PULL AND BLOCK CORNER. COVERED REVERS 

4 SHOULDER BLOCK. 
4 
a 


mop 


RE Š Y - REVERSE SHOULDER BLOCK. 
2 COVER 3, SMACK BLOCK. COVER 2 BLOCK DEEP HALF(1/2). 
FB - BLOCK 5 BLAST. 
HB 2 FAKE 5 BLAST. 
QB FAKE 5 BLAST, THEN HAND BALL TO HB. 


| 


"-— ч У “> i... fh. ар 


AUDIBLES 

90'S 100'S 
90 = 2 QUICK SCREEN | 169775 X 696 RED СК 22 2 
91 = 121 GREEN 66... 178 = X 786 RED CK 22 
92 = 202 BLACK 186 = X 866 RED CK 22 
93 = X 313 WHITE 00 199 = X IN 996 RED CK 22 
94 = Х 454 RED CK 55 (All From Slot) 
95 = Y 868 RED B CK 2 
96 = X 696 RED CK 22 
97 = 2 778 RED CK 22 
98 = X 898 RED CK 00 дан å { a 
99 = Х 929 RED CK 35 

(right and Left) 

227085 | SPECIALS 

74 = 454 RAY ಜೆಂ 88, STRONG SAFETY BLITZ AUDIBLE 
75 = 868 RAY 59 99, FREE SAFETY BLITZ AUDIBLE 
76 = 626 RAY 52 = У 818 (FAKE 2 ог 22 150) 
77 = 787 RAY 53 = У 818 (FAKE 3 or 43 ISO) 
78 = 888 RAY 
79 = 929 RAY 


(А11 From Gun) 


ALL RUNS 


(CALL THE PLAY) 


1 SYSTEM CONTINUED 


А. БА А 


ed lu basic route numbers ¢ 


PASSING GAME 


PATTERN STRUCTURE 


o modify the rou 


te in some 


——— Lorie у Шы. мм 


Maple. 


А) LA А Б R4 LA А. 


а 


^ b. The 


A 


алынар Ге: 


protect lon call will proceed 


6.8.8146 O O 


2 Up (2 & Up) 


u Middle (3 Middle) 
or follow the pattern Са 


А 


SPRINT K/L 509 
929 BROWN 
484 RED 


11 co K-Y-%. 


4 PASSING CAME 
р INDIVIDUAL ROUTES 


(11.1) кешес 


= 


Su ಚಟು OG 


ша. CHECK DUN 


woe FLAT Ores цэх 


3 - CIRCLE 


h = FAH 


4 PASSING САМЕ Р.С. 4 


INDIVIDUAL ROUTES 


dacen ROUTES 


ಜ್‌ --6-8-у4-- es Е ЕАУ ರಾ aia NE NE ಸಿಯ НИНА ---- 


08000 
О 


ош 
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4 
1 
1 
4 осна ЕЕЕ 
1 
2 
4 


| 4 - 1N | = 
| ಜ್‌ 
1 а ಭ್‌ ಸ್ಮ | 


TS 26. wide cut. 
UP ка а the distance between the endmen оп 1.0. 5 
в - “р 


tA A 


x 


А 4. 


“А А А, LÀ А А 


A А, вт 


Å 


4 


10Е НЕСЕТУЕН KOUIES 


O - DIAGGHAL 


PASE НЮ САМЕ 


LNDIVIDUAL ROUTES 


l - цокш 


2 - “Hole ВЕНСН 


~ 


3 - ACKULU 


у - ЫЕНЕН 


3-2 Lu 12-15 уч, 


к OUT HOUIES 


- HICH 


о 


INDIVIDUAL ROUTES 


5 


) - DELAY SLANT 


2 - «QUICK OUT 


5 


с 

7 
c 
| 
©) 
e 
t 


GOTOO 


4-5 yds, 


08000 


но yds. 


DOGO ON 


dc “h. 


WIDE OUT ROUILS 


мё 


- а ~ а АЈ һа а A #4 LA . ж. å | ь& de | 
| | аа 


Е - 
л 


HOOK 


Mo 


PASSING CANE 


INDIVIDUAL ROUTES 


14-16 yds. 


©. OG Q OT 


12-14 yd.'s 1 step Post Fake 


ое 


o lhe учы. 


зое 000 


- TAKE OFF 


- post 


12-14 yds, closing point 


ете OO 


12 уйш. 1 step fuks 


O49 1 Qe, 


PASSING GAME 
DROP BACK 


& À КА 


RICHT 90 
сащ ко. шон 
KEYS SS AND SC ALICNHENT. Cp ae CET 
OP 
ми 3 STEP, FAKE LOCK 


RELEASE 


READS READ STRENG FLAT 2 - 2 STEPS THEN PLANT 
AREA SS AND SC ON OUTSIDE FOOT AND 
DRIVE BACK TO QB. 


А А; 


AND 


ROW TRS 


4 

= 

"ರಮ್ಯಾ ಕಾ 

so COVERAUES STRONG READ MIDDLE READ WEAK READ 
< = FORA а 

“AUDIBLE 


Ж 
ї- 


| 2 ОПЕК КҮТЕ ed 


“о POSITION COACHING POINTS : 


W RUN FROM RICHT, LEFT AND STRONT ONLY. 


4 ASH MARK 


PASS ENG СА МЕ 


: 1 кир БАСА 


91 = 121 CREEN 56 3 


(RIGHT 91) 


91 RECFIVERS AND BACKS 


KEYS 
DROP š 
X AND Z - INSIDE RELEASE 


RELEASE 


READS STRUNG, CO TO X x AND Z - RUN Š YD. "1" ROUTES 
READ CORNERS FOR ROLLUP, 


WEAK, DU. TO Z | 
AND STRAIGHT BACK, LOOK HIM OFF MUST RELEASE INSIDE CONE 
AMD THROU OPPOSITE Y - RUN 8 YARD "2" ROUTE 
A AND B - LOOK UP SAM AND MIR. АЗ 


st 4. 


КОНТЕ 
YOU RUN O ке. 


i 


[К CORNERS JUMP X OR Z THEN А OR B 


WILL COME OVEN LATE ON 6 ROUTE. 


ХА 4 


A ж. 


PACES opke en Akeni орар READ | WEAK READ 
| MIRE 


а 


IT ee 
RUN FROM RIGHT AND LEFT ONLY. 


A 4 


V А 


4 PASSING CASE . Р.С. 11 
КОР BACK 


2o 202 ACK Жы 
9/2 X 202 BLACK 204 


hå 


LA Аһ А. 


© 


(RIGHT 92) 


CORNER DEPTH | = 
WALT AND SS ALICNME 


—O| |] 


KEYS NT 


DROP 8 
RELEASE 
X AND Z - RUN SPEED "2" ROUTE 


COVER 3 - READ WALTS 
7 10 8 YARDS DEEP 


DRUP AND WC ROLL UP. 
COVER 7 - GO TO Z. 


READS 


AND 


4 
p 


— ________--- 
COVERAGES чекаме READ MIDDLE READ WEAK READ 


WALT'S DROP 


3 SS DROP 
| 
( E AUDIBLE | AUDIBLE 
AUDIBLE 
9 
| - 
AUDIBLE 


7 CORNER ALIGN. 
re 
шилэн PATTERN GOOD FOR 5 TO 6 YARDS. 


jFIFLD POS LUTON COACHING POINTS: 


COUD ANY DOWN BY 3RD AND LONG. 
HASTE MARK RUN FROM RICHT AND LEFT. 


. MAGS ಇ GAME | озды dos 
4 PASSING САМ 28 
DROP BACK 


94. = x OR V 494 RED CHECK 55 


(RICHT 94) 


KEYS 


DR Or 6 
RELEASE 
KEY WALT X AND Z - KUN ROUTE 14 TO 16 YDS. DEL 
КОО KEY 55 
KEY MINE Y - RELEASE INSIDE WHEN POSSIBLE. 
AND 


128೬1111 EN 


4 


4 


РЕ I 
COVERAGES STRUNG Rob at ЧТОБЕЕ READ WEAK ВЕЛО 
“ | 55 - Z TU B MIKE - CO ТО Y OR B WALE CS X ಇತ್ತ A 


у 


ч 4 SS - Z TO ಟಿ 
ಕೆ 
2. mpows O COACHING POINTS: — 0000 ACAINST CORNERS DEEP 
AND INSIDE. | 
CHE LL Y CALL - COAL POST OR MIDDLE. 
HASH MARK КОМ FROM ALL FORMATIONS. 


AUDLBLE 


WALT - X 10 А 


PASSING GAME 


ми 


DROP BACK 


95 = 866 RED "B" CHECK 2 


сә 


G 


ы (RIGHT 95) 


QUARTERBACK RECEIVERS AND BACKS 


хо 
in 


EY S DEPTH or “STRONG SAFETY 


BID 6 
RELEASE 


- STRALGUT BACK CO TO "Y" y - RUN 10 TO 12 YD. 6 ROUTE. 


READS 


4 AND 


ETES 


— WIDTH ASD DEPTH GO TO "B^. Z ೨ VS. COVER 2 RELEASE INSIDE. 


St cu RO rou DEEP GO TO иди 


COVERAGES STRONG READ MIDDLE READ WEAK READ 


Do (мж 0] НЕ 


STRONU CORN ER 


E 
9 AUDIBLE 
7 STRONG SAFETY 


: 
“ГЕ IT 2 
Эр FROM RICHT, LEFT AND STRONG. 


PASSING CAME 


DROP BACK 


63 = X 313 WHITE 00 


А. &4 А A 


euo I OU 
© 


f ' (RIGHT 93) 


RECEIVERS AND BACKS Е 
WALT ಚು nf CORNER S--AND .SAFETIES TES. 
X AND Z - MAX SPLITS, INSIDE - 


CALLED TO X, KEY WALT. 
CALLED TO Z, KEY Soa RELEASE VS. COVER 2. - 


WEAK READ 


11 111.1 READ 


STRONG READ 


ЧАТ - X TO À 
WALT - X TO A 
СЕЙ k naut 7 X a 5 z 
ў + WALT - X TO А x UE 
COACH [NC POI NTS: 
BS анд ND 


— а. мэн 


кж 
ол 
оз 
| 
го 
[e 
юс 


а. 4 


ON 
PATTERN GOOD ЕОК 7 то 9 YARDS. 


GOOD VS. BLITZ. COUD VS. CORNERS 
LINED UP DEEP AND OUTSIDE. 


рим FRAM ATT FORMATIONS. 
ವ 


р _ 


ಚ ಲ ные | | V.C. ФЕ 
4 ГАЗ Ч UNG САМЕ 10 


DROP BACK 


| | 97 = Y OR Z 778 RED CHECK 22 
4 | : | 


97 ОНА КТЕКВАСК RECEIVERS AND BACKS 


KEYS 


DROP à 
RELEASE 
MIKE - WEAR OR STRONG, CO TO Y Y - OUTSIDE RELEASE. 


| 
| READS 
4 7 SPI Oi БАСК 
AND sx ОРНО. А Ы 
| 
| 


КОН ТЕЗ 


“Api RIAD WEAR SEAD 


COVERAGES раме KIAD 


AUDIBLE 


AUDEBLE 


ў MIKE 


У 1 ? : ud a Ea SN 
AAS COACHING POINTS: 
yE TELD РЕЧИ cci Дане COOD PATTERN VS. COVER 3 AND М 
SET FORMATION TO FIELD. | 


C ПАЗИ MARK ALL RUN FROM RIGHT AND LEFT. 
L 


PASDING Бала а паў d 
DROP BACK 


98 = X 898 RED CHECK 00 


Å 


on 
LO 
е 


(RICHT 98) 


"CORNER ALIG MALEN ES 1 


ET 


DROP 6 


RELEASE 
READ CORNER ROLL UP 


UR COVER 2 KUN 
FADE "3" ROSTE 


ALIGN- X 


= READ CORNER AND 2 ಇ 


COVER 3 AND МАН 
READS MENTS . 


READ CORNER. DROPS. 


GOV ER S 


ARD 


ROU FES 


о " - A. - № ў 


READ 


) VANE RAGES 


3 CORNZH 


рр EAD WEAK 


CORNER 


CORNER , 


= 


CORNER 


5 BLITZ 


4 шашны а C S SUR 


4 AUDIBLE 98 


POINTS: LET BALL GO ON STH STEP. 


FROM ALL FORMATIONS. 


TJ ыксыы eS ee ee ee 


PASS ENG GTR жігі Ерис БА 


4 кор BACK 


99 У 929 RED CHECK 35 


(RIGHT 99) 


99 OUARTERBACE RECEIVERS AND BACKS 


REYS 
^ DROP 5 


RELEASE 


TOORNER AND FS ACICNMENTS 


X AND Z - READ CORNER ROLL UP, 
STAY МН 9 ROUTE 


FREE SAFETY DROP ALD THROW ОРРО5 LTE. 
CORNERS ROLL UP гә COVER 2 LOOK, 
со то "A" 3 КОСТЕ. 


READS 


AND 


цан | | ಆ 


MIDDLE READ 


SAFETY 


FREE 


AUDIBLE 


ALD LBLE 


AUDIBLE 


FREE SAFETY 


| 
“ 
5 BLIT? 


4 ЕТ Гр POSTTION СОАСИТ МС. POINTS: GOOD ROUTE VS. CORNERS WHO 


4 HASH MARK 


АНЕ 99 


USE WIDE ALIGNMENT. 


(А 


PASSING GAME 


DROP 


БАС к 


"В" DELAY 858 CREEN 81 


A A) МА A AA 


KEYS 


DROP 6 
RELEASE 


SAM AND MIKE- 


READS 


A 


AND 


ROUTES 


| 


(RIGHT "В" DELAY) 


RECEIVERS. AND ZACKS 


Y - RELEASE INSIDE. 


B - STEP UP AND FIND OPENING 
IN PASS PROTECTION, DELAY 
UNTIL "А" HAS CLEARED. 

DO NOT RUSH 


Y - RUN 5 ROUTE АТ 14 


COVERAGES STRONG READ MIDDLE READ WEAK READ 
3 ЗАМ AND MIKE 
SAM АЦО MIKE 
9 
7 | SAM AND MIKE | 


| i 5 BLITZ 


(171.0 POSITION 


1 


HASH MARK 
Lun RUN 


COACHINC POINTS: 


COOD ACAINST MOST ALL COVERAGES. 


FROM RICHT AND LEFT, 


PASSING GANE 


BOP BAGR 


"ү" SLOW = 419 GREEN 66 


Nin 


( 


--« 


(RICHT "У" SLOW) 


QUARTERBACK RECEIVERS AND BACKS 


круч 77 TY AND SAI Е : 
ROP 6 ee мими : 
DNT 7 STEP Y RELEASE INSIDE 


RELEASE 
DRUP STEP TWO (2) COUNTS, 
RUN 1 ROUTE OVER THE BALL. 


SAM - LOUK HIM OFF Y 


A & B - LOUK UP LB'ERS АЗ YOU GJ 
TO FLAC, 

ON "B" HOOK, (ಟಿ UVER ГНЕ ЫГ 

QF Y'S DELAY. 


шэг up POTETE шэнэ прай 


Y READ ЗАМ 


с 
t 


3 


ಓಗಿ 


Y READ 


и 
г: 


Y READ 


Y READ SAN 


1- 


Y READ SAM 
5 BLIT? 


! 


"в" HOOK IS СОО VS. COVER 2. 
ПАЗИ MARK 
RUN FROM RICHT AND LEFT ONLY. 


AUDIBLE 
MN EST аца 


PASSING CAME - pe. 22 


ЧУ 3 


puo u BACK 


169 = X 696 RED CHECK 22 


Ne 


га | (LEFT "SLOT" 169) 


RECEIVERS AND BACKS 


oy à 
3 


QUARTER BACK 


169 

KEYS 
DROP 5 ಜಟ ЭЭЛЖ s phot ಸ್‌ 
| 5 STEP (7 V3. COVER 2 AND 9) Y - RELEASE OUTSIDE 


RELEASE 


Y & Z - MUST WORK HARD TO 


SAFETY : 
GET CLEAN RELEASE. 


READS TRO? 5 
> ‚ CORNER. 


AND 


ROUTES 


са A. Ww 


? 55 x SC ದ X ОКА 

2 co го X OR Y WALT TO CORNER 
T WALT TO CORNER 
7 (SHOULD) NOT 5 EE COVER 7 V3. SLOT) 


cer "stor" TO WIDE FIELD. 


уп 


PASSING GAME 


q | DROP BACK 


186 = Х 866 RED CUECK 22 


(LEFT "SLOT" 186) 


186 RECEIVERS AND BACKS 


KEYS FLAT AREA SLOT SIDE 
р 
Ши, ү - RELEASE OUTSIDE 


RELEASE 
READS STRONG SAFETY AND Y AND Z - WORK HARD TO CET 
STRONG CENTER CLEAN RELEASE, 
3 AND 


ROTES 


| MIDDLE READ WEAK READ 


COVERAGES STRONG READ 
3 ss - Z ОКА 
n se- 2 UR A WC - Y OR B 
Ч Т WALT - Y OR B 


TE CHOIR анна 


5 BLITZ 


HASI MARK 
SET "SLOT" TO WIDE SIDE. 


| as EREE 186 


PASS ENG САМЕ. | Росо 26 


DROP SACK 


LA 


| (GUN 74) 


A д] ва A А. АЈ 
ө 


RECEIVERS AND BACKS 
KEYS š FIND SS FOR: СОМЕКАСЕ 


J DROP 6 CUS SOS TEN 
RELEASE 


Y AND А - WORK HARD TO СЕТ 


CLEAN RELEASE 


CORNERS. AL LG ERN FS 
X - WALT 
Z - STRUNG SAFETY 


READS 


READ 


"inhDtid 


г READ MIKE 


CORNER 


AUD. 70 UR 75 


HASH MARK КЕМЕК 2000 VS. CORNERS WHO PLAY DEEP AND INSIDE. 


arna Poe С жа 


PASSING GAME х Цаас 


4 | ркор BACK 


78 = 888 RAY 


O oy 


78 W ОИ 


4 
KEYS ` FREE SAFETY 
! 
Pe Жы. CUN DROP X AND Z - OUTSIDE RELEASE 


(GUN 78) 


, 
4 
4 
2 за ете 
4 
4 


RELEASE 


X AND Z - MUST STAY WIDE. 


У AND.A ಎ RUN 8 ROUTE JUST INSIDE. 
| THE HASH MARK. 2 


READ FREE SAFETLES 


READS 
7 DROP” AND THROW. OPPOSITE. 


4 
| 


цал 


STRONG READ MIDDLE READ WEAK READ 


COVERAGES 


знаны чанае 


| FS 


to 


FS 


9 
{с рее MENE г: 


POSITION 


1- 


COOD ROUTE VS. COVER 3 AND COVER 2 


HASH MARK COAL POST OR MIDDLE 


AEN TREE 78 


Р.С. 31 


4 | PASSING САМЕ 
DROP BACK 


| 79 = 929 БАҮ 


© 


| (сим 79) 
RECEIVERS. AND 


BACKS 
79 Ü 
KEYS FREE SAFETY 
DROP 4 
RELEASE 
READS | FREE SAFETY DRUPAAND THROW ОРРОЗЕТЕ. | 
AND 


Wal VES 


| 


COVERAGES 


0 
х 


9 


2. 


ЗАК READ 


3 vg 
2 AUD, TO 70 ок 75 | 
7 AUD. ТО 76 UR 75° 


HE ಚ 
Ер POSITION] 220 TO +10 COACHING POINTS: | 


Ёс | 
{ HASIL MARK ALL GOOD VS. COVER 3 AND MAN COVERAGES, 
COUD VS. CORNERS WHO LIKE ТО PLAY OUTSIDE, 


ьа 


PLAY ACTION PASSES 


"S4" or 55 - Y 719 


1 


ла 4 A 


; 1 n | ` (I RICHT, 54 Y 719) | | 


BASIC RULE, 


CP: SE (X) 


PLAY ONLY. 


Oucler — 4 


go 
ОО: Од 


| :. ASSIGNHMENTS 


r 


LINEMAN - BLOCK 54 OR 55 PROTECTION RULE. 
HB AND FB - BLOCK 54 OR 55 PROTECTION RULE. 
Y — RUN SHALLOW ONE (1) ROUTE А 


STAY UNDER LINEBACKERS. CP: 


X - RUN NINE (9) ROUTE. 
2 RUN DEEP SEVEN (7) ROUTE, INSIDE RELEASE VS. COVER 2. 


CP: CONTROL SPEED WHEN OPEN IN ZONE COVERAGE. 

QB - AFTER YOU FAKE TO HB SET QUICK TO PASS, ABOUT 10-11 YDS. DEEP. 
THE TE (Y) IS PRIMARY, IF COVERED LOOK FOR FLK, (Z) ON DEEP 
SEVEN (7) ROUTE, IF МОТ OPEN, THE HB 15 YOUR OUTLET. 


INSIDE RELEASE WHEN POSSIBLE. 


ON NINE (9) ROUTE WILL BE A PRESS BOX CALL. GOOD AGAINST 


MOST ALL COVERACES. CAN BE RUN ON HIKE. 


CALL TO STRONG SIDE ONLY. 


PROTECTED "1" FORMATION 


PLAY ACTION PASSES 2, i a 


4 PL 


54 OR 55 ROLL X 388 
("X" MUST BE FLEXED) 


; 
+ 
t 
| 
] 
| 
| 
1 
| 
| 
| 
| 
| 
1 
| 
| 
| 
1 
1 
| 
i 
i 
1 
i 
i 
l 
1 
i 
| 
! 
| 
| 
| 


ú 


LSA . 4 A. 


(I RIGHT "FLEX" 54 ROLL X 388) 


ASSIGNMENTS 


i 4 LINEMEN - BLOCK 54 OR 55 ROLL PROTECTION. 
FB - BLOCK 54 OR 55 ROLL PROTECTION. 
Y - TAKE EASY RELEASE AND RUN ЫН 
X - INSIDE RELEASE AND RUN THREE (3) ROUTE. 
Z - RELEASE OUTSIDE AND RUN EICHT (8) ROUTE. 

GOOD ACAINST ALL COVERACES 


QB - 54 OR 55 ROLL ACTION. BEST RUN ON SNAP COUNT. 
EXCEPT COVER NINE (9). SE (X) IS THE PRIMARY RECEIVER. MUST BE RUN 


FROM "FLEX". PROTECTED. STRONG SIDE CALL. 


г 


А: MA 


| 


PLAY ACTION PASS 


50 OR 51 Х719 


(SIDELINE------------- 2 


(LEFT 51 Y 719 "A" SWING AND CO) 


ASSICNHENTS 


ын. 


LINEMEN 

FB 
TE =: 

Y 

Х 

2 

9 


BLOCK 50 or 51 PASS PROTECTION. 


BLOCK 50 or 51 PASS PROTECTION. 
THEN RUN FLARE (0) ROUTE OR 


CHECK 50 or 51 PASS PRO, 


ROUTE CALLED. 
cp: "А" SWING AND СО, RUN THROUGH SE (X) ORIGINAL 


ALIGNMENT, TURN UP AND CO. 
= RUN SILALLOW ONE (1) ROUTE. 
- RUN SEVEN (7) ROUTE. 
- RUN NINE (9) ROUTE. 
Е EXECUTE 50 or 51 PASS. 
CALL TO STRONG ONLY. 


KEY WEAK FLAT COVERACE. PROTECTED. 
BEST RUN FROM HASH MARK 


CP: PUT ROUTE INTO SIDELINE. 


4 PLAY ACTION PASS 


1 56 oR "57" Y 739 


Һьй 


І 
1 
| 
1 


(RICHT 57 Y 739) 
Do 


ASSICIMENTS 
LINEMEN - BLOCK 56 OR 57 PASS PROTECTION. 
HB and FB - EXECUTE 56 OR 57 PASS PROTECTION. ` 
ў - RUN ТИВЕЕ (3) ROUTE, INSIDE RELEASE WHEN POSSIBLE. 
x - RUN LONG NINE (9) ROUTE. 
2 - RUN SEVEN (7) ROUTE. 
QB - EXECUTE 56 or 57, WHICH IS FAKE "LOCK". SET QUICK TO 


PASS ABOUT 9-10 YDS. DEEP. KEY WALT VS. COVER 3 AND 
9. KEY WEAK CORNER VS. COVER 2 AND 7. GOOD VS. COVER 
2 AND 7. CALL TO WEAK SIDE ONLY. 


in 4.4 һа А. ~ = 


L =" у ъ + 


Pr / 


LEAD DRAW zr DRAWS 1. 


4,4 


4: 5 - From І р 
5,34 and 35 > From RIGHT, LEFT, PRO AND STRONG. 


"SQ SLIDE WEAK" 


ASSIGNMENTS 


X - RUN OFF. 
PASS SET - MAN ON - POSSIBLE SCISSORS (TACKLE WILL CALL). 


OFF G - PASS SET - MAN ON - POSSIBLE SCISSORS. 
4 CENTER - PASS SET - МАЧ ON - TAKE ANY DIRECTION - (NO PENETRATION). 
ON G - PASS SET - MAN ON - POSSIBLE SLIDE CALL - COVER TAKE ANY DIRECTION. 
ON Т - PASS SET - MAN ON - POSSIBLE SLIDE CALL. 
Y - MAN CUTOFF. 
4 Z - RUN OFF 
ЕВ - SHOW RED PROTECTION, WAIT FOR BALL, KEY NOSE VS. ODD DEF., TACKLE OVER 
1 GUARD VS. EVEN DEF. RUN TO DAYLICHT. 


HB - SHOW RED PROTECTION, THEN SEARCH OUT AND BLOCK WALT. 


QB - SHOW DROP BACK PASS, PUT BALL IN BACK'S POCKET, CONTINUE BACK, SET TO PASS. 


4 THIS IS A "HIKE" PLAY, CALL TO WEAK SIDE ONLY. 


4 ак uu ОР ОЛЖ LEI IE ep 


"AU SCREEN. LEFT 


"ве SCREEN ВЕСИТ 


ASSIUNMENTS 


4 x - Run 8 puss route. 

NEE TACKLE - Pass block man over, sustuin, 

ОБЕ GUARD - Pass block man over For 2 counts, then release flit to screen 
and seal. 

ENTER - Pass block mun OVET Гог 2 counts, then release flot to screen. 
Get quick width and then lead up field, 

IN GUARD - Pass block man over Гог 2 counts, then release tlet tO screen. 
Cet quich width and block force, none lead up field. 

ON TACKLE - Pass block man over for 3 counts, then cur him down or run 


him up field deep. 
- Run hook middle pass route, 
- Run 8 pass route. 
‘REEN BACK- Pass block For 2 counts, then 


~ < 


releuse into sereen route, 


SCI 

poi хо 

е" ВАСК - pass Block, none run "0" pass route. 

i OB - 7 Step drop, Stop, Bet more depth and then throw to 
cererea hack. СО, Key inside linebacker to playside 


1 | 30 КЕРСЕ DIVE 


| 
А (PRO RIGHT 30 WEDCE DIVE) x 


30 WEBCE DIVE 


(PRO LEFT WEDGE DIVE) 


4 Е 
ASSIGNMENTS 


- Z - RUN HIM OFF. 
«Э TE'S- WEDCE BLOCK "0" HOLE. 
FULLBACK - EXPLUDE То "О" HOLE. 
HALFBACK = DRIVE ТИКОССН OUTSIDE HIP OF YOUR ТАСКЬЕ ON YOUR SIDE, BLOCK FIRST COLOR. 


4 QUARTERBACK - OPEN, CLEAR LANE AS YOU REACH DEEP TO HAND OFF, SET TO PASS. 


ж 


сл 


GOAL LINE AND SHORT YARDAGE 


PACS SPRINT LEFT "X" 47 


bine lt у tha dt 
: A" 2) 


(PRO RICHT PASS SPRINT LEFT А 4 


| 
x 
| 
| 
| 
| 


x ——— 
Spring RIGIG | 


а ~ 
ಕ್ಕ ಯ Ка ಎ 


4 7 - RUN 7 ROUTE. 
x - RUN 4 КОСТЕ. 
Ар С - REACH CUT ОБЕ BLOCK. 
4 Y - HINGE BLOCK. 
BACK = LOAD BLOCK MAN OVER TIUHT END, 
RACK - RUN 2 КОТЕ. 


BACK - OPEN, СЕТ DEPTH AS YOU SPRINT ONSIDE TO THROW, READ FLA 


pp a 


